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intro to The Jungle Book 

Rudyard Kiplings immortal story of the animals of India and 
the boy who calls them his brothers has enchanted children 
for generations. In translating this classic tale to a new medium, 
our objective has been twofold: preserve the integrity of the 
text with all its charm and suspense, while allowing children to explore, 
experiment, and create on their own. We feel this objective has been 
met through the two distinct play modes available in Rudyard Kipling’s 
The Jungle Book. The disc contains the entire text of the original story, 
"Mowgli’s Brothers,’’ under the Read a Story’ play option, professionally 
narrated by Neil Ross. Your children can listen to the narration, follow 
the text, and watch the accompanying scenes on the screen. 

The 'Create A Story’ play mode lets your children exercise their imagination 
in the retelling of the tale with fully animated characters and beautifully 
illustrated scenes. They become authors, using logic and decision making 
skills toward a creative end. By directing the story, children are prompted 
to read along and focus on the action, make choices to solve plot conflicts, 
and experiment with different options. The results of their decisions can 
be reviewed and then changed each time they play. The inclusion of two 
features, "Hot Text” and "Hot Words,” gives children the opportunity to 
expand their vocabulary, their appreciation of literature, and their under- 
standing of words in context. Hot Words give definitions for over 200 words 
and phrases. With Hot Text, children can hear the correct, uninflected 
pronunciation of any word in the program by clicking on it. 

Note: Throughout the game, the narrator gives helpful hints about 
how to progress and how to play. As the cursor passes over a 
Paintbox Pal or menu item, the narrator gives valuable information 
about that item. This has been included to make the game as easy 
as possible for non-readers and beginning readers to use. 
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Getting Started 

IBM System Requirements 

O Hard Drive with 1MB free for program. 4MB free for the EA*Kids 
Theater and demos. 

O CD ROM drive: 150 KB transfer rate; 380 ms access time 
(single-speed). 

O 256 Color VGA Display 

O Mouse 

O RAM: 4MB System (500K conventional, 2,000K EMS or 
2,000KXMS). 

O CPU: 386, 25Mhz or greater. 

O DOS 5.0 or higher. 

O Sound Cards: Sound Blaster or 100% compatible. 

Running the Game 

There are several ways to run The Jungle Book on your PC. You can play 
the game directly from the CD drive, install the game to the hard drive, 
launch it from the E A* Kids Theater, or run the game from Windows. 
For complete information on installation to the hard drive, operation of 
the E A* Kids Theater, and general trouble shooting, see the “Reference 
and Troubleshooting” section on page 58. 
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To Run The Jungle Book from the CD drive: 

1. Insert The Jungle Book CD into the CD drive. If you’re not sure how 
to insert the CD, see your CD drive documentation. 



2. At the DOS prompt, switch to the CD drive by typing the letter of the 
CD drive followed by a colon, and press [Enter] . For example, if your 



CD drive letter is “D”, type D: and press [Enter . 



3. At the CD drive prompt (e.g.. D:\>), type start and press [Enter] . 
The E A* Kids title screen appears, and you are ready to begin your 
adventure. 



Macintosh System Requirements 

O Hard Drive with 1MB free for program (to save games). 

O CD ROM drive: 150 KB transfer rate, 380 ms access time supported 
(single speed). 

O RAM: 2048K free for program (247 5 K for Power Macs). 

O CPU: Color Classic or greater (must support 256 colors). 

O System 6.07 or higher. 

Running The Game 

1. Insert your Jungle Book CD into the CD disk drive. Th e Jungle Book 
disk icon appears on your desktop. 

2. The disk icon automatically opens to reveal the Jungle Book game 
icon. 

3. Double-click on the Jungle Book game icon. The EA*Kids screen 
appears. Watch the introduction, or click the mouse to go straight 
to the game. 
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Hi, we're the Paintbox Pals! 




Were the Paintbox Pals, and were here to help you with your Creative 
Reader™ adventure! We each have special talents, and we use them in 
special ways. In a Creative Reader adventure, you use your imagination 
to create your own story With our assistance, you become the storyteller. 
When our hero, Mowgli, gets in a jam or needs help solving a problem, 
you decide how the story continues. You can make the story different 
every time you play, and when you re done, you can choose the replay 
feature and watch your creation from beginning to end. As you journey 
through the jungle be sure to call on us — we love to help, and want 
to make your journey a colorful and exciting one! 

See ya! 

— Sandy ; Sally ; Jazz , Winston , Nick , and Mark 
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Came Controls 

Getting Around with the Mouse 

This is a Mouse... 




...and this is a Cursor! The tip of the cursors pointing finger is the part 
you use to point at items in the game — its lit up so its easy to see! 

O Use your Mouse to get the help of a Paintbox Pal (like Winston, 
for instance), or to select options. When you move the mouse, the 
cursor moves too. Use the mouse to move the cursor to an option 
or Paintbox Pal, then click (press) the mouse button. When we use 
the term “Click on,” we mean move the cursor on top of an item, 
and press the mouse button. 

O Click on a Pal when he or she is facing you, and your cursor magically 
turns into the chosen Paintbox Pal. 
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Getting Around with the Keyboard 

This is a Keyboard... 





...and this is a Cursor! 



O Use your Keyboard and Cursor to get the help of a Paintbox Pal or 
to select options. Just press an ARROW key to move your cursor to the 
Pal you want, then press [Enter] or [Return] ( [ Enter] / ] Return] ). 
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Featuring— interactive Hot Words! 




m Baloo is a Brown Bear who 

1 gets alone with The Nol-f Pack 
| and helps them learn The Law. 



During the course of your trek through the jungle, you'll notice red 
“Hot Words" in the text on the screen. The Hot Words are words that you 
may not know the meaning of: a characters name, a word in a different 
language, a place name, or other special words. 

O To learn more about a Hot Word, click on it with your mouse. A text 
box appears with information about the Hot Word. The narrator reads 
the definition of the word. 

O To stop the narration, click anywhere inside the text box. You can now 
click on individual words to hear them repeated by the narrator. 

O To hear the narrator repeat the definition, click on the red mouth 
in the upper left-hand corner of the text box. 

O To page forward in the text box, click on the red arrow in the right- 
hand corner of the text box. You can also page back by clicking on 
the left-hand corner ARROW. 

O To exit the Hot Words window, click outside the text box with the 



mouse. 
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O To turn off Hot Words, select SETUP from Marks Bookmark (see 
“Mark Bookmark/’ on page 20 for more information). Macintosh users 
may also select Hot Words from the File menu (see pages 74-75). 

The repetition of the word by the narrator, without inflection, 
builds vocabulary, and subtly illustrates the difference in the 
sound of words in and out of context 
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Exploring the Jungle 

The first time you play The Jungle Book enter your name at the Sign-in 
screen. This creates your own story. If your friends or family play, they 
can enter their names too. 



O To enter a name at the Sign-in screen, use the keyboard to type in 
a name. 



O To delete a character, press [ Backspace] / [Del ] . You can enter up to 
eight characters if you’re using an IBM/compatible, and up to 
twenty- two if you have a Macintosh. 



The next time you play, when you enter your name, the program remembers 
you. You then have the choice of continuing an existing story, or beginning 
a new one. If you choose to start a new story, your old one is erased. 



At the Sign-in screen you can choose between the READ A STORY 
or CREATE A STORY options. (You can also select READ A STORY 
from Mark Bookmark. See page 20 for more information.) 



O To select an option, use the mouse or ARROW keys to highlight 
an option, then click with the mouse, or press [Enter] / [Return ] . 

O Click on START to select CREATE A STORY; click on READ 
to select READ A STORY 
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Read a Story 

There can be no greater accomplishment than the mastering of new words 
and their meaning. A whole new world opens up to the young reader. 
Coupled with that thrill of accomplishment is the sheer pleasure of having 
someone read aloud to you. That’s what we’ve tried to recreate in the 
READ A STORY portion of The Jungle Book. Children can choose to read 
the text themselves, listen to the narrator and follow along, and click on 
different words in the text to hear a definition and explanation of the word. 

We recommend you have your child listen to the original Kipling 
story before trying the CREATE A STORY play mode. This encour- 
ages children to create their own mental picture of the characters 
and the Jungle , and increases their understanding of the plot 

After you select READ A STORY, a title page appears and the story begins. 

O To hear a little bit about the author, Rudyard Kipling, click on his 
name when it appears on the title page. The narrator relates the story 
of his life. 
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Click here to see a picture 







BisH—lickep— -—and tine wolves of 
despise because he puns about 

making » and telling tales* and 

eating rags arid pieces o-f leather -from 
the village rubbish heaps- But they 
are afraid of him too* because * 

more than anyone else in the Jungle* is 



Click here to 
turn on/off 
the narrator 



Click here to 
page back 
in the story 



Click here to 
page forward 



Click on the 
footprints to 
see a menu 



O To see and hear a definition of a word, click on the red “Hot Words.” 
A text box opens up with the definition of the word. (See “Interactive 
Hot Words,” on page 10 for more information.) 

O At certain points in the story, a square entitled SEE A PICTURE 
appears on the screen. Click on this square to see a picture of the 
action being described in the story. Click the mouse again to return 
to the story. 

During the READ A STORY mode, the Paintbox Pals change into buttons 
with different uses. 

Sandy Hourglass displays the page numbers so you always know where 
you are in the book. The number in the upper part of the hourglass lets 
you know how many pages there are in the story. The lower number 
lets you know the page you are on. 
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Sally Sprayer changes into a Hand or Mouth button. Click on this button 
to turn the narrator off and on. When the narrator is reading aloud, the 
button has a hand on it; when the narrator is off, the button has a mouth 
on it. 

O To hear the narrator say an individual word out loud, turn the narration 
off, then click on any word in the text. 

Jazz Paintbrush changes into a Page Up button. Click on this to go back 
a page in the story. 

Winston Whoosh changes into a Page Down button. Click on this button 
to go forward a page in the story. 

Nick Lead changes into a Footprints button. When you click on the 
Footprints, a menu appears with the following options: 

Exit. Click here if you want to exit the game. You’re asked “Are you 
sure?”. Click YES to exit without saving your current game; click NO 
to return to the menu. 

Text Options. Click here to display an options menu. These options let 
you change the way the text looks in the game. You have three choices: 
EASY, MEDIUM, and HARD. Medium is the default mode. If you select 
EASY, the print is very large, and there is a great deal of space between 
the lines. MEDIUM is still easy to read, but the print is not quite so 
large, and the space is smaller between lines. HARD displays the text 
in a very dense manner, and is designed for the older reader. 

Return to Read a Story. Click here if you want to continue hearing 
and reading your story. 

Return to Paint a Story. Click here if you want to go to the Create 
a Story play mode. 
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Create a Story 

From scene to scene, the story of Mowgli unfolds. In the Create a Story 
play mode, you can: 

O Listen and read the story in the text boxes that appear on the screen. 

O Click on Hot Words to see definitions, or click on any word you see 
to hear the narrator repeat it. 

O Use the Paintbox Pals to create your own story. 

O Use Mark Bookmark to exit, go to any scene via the Jungle Map, 
replay your creation, change players or play modes, and change the 
set up. 

Click on these lips to hear Text box 

the entire sentence again 




The Paintbox Pals 
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O To advance the story once the dialogue has been spoken, click anywhere 
on the game screen outside the text box, or press [Enter! / [Return] . 

O To hear the narrator repeat the dialogue, click on the red lips in the 
upper left corner of the text window. 

Journeying into the deep, dark jungle to discover his own identity can be 
scary, and Mowgli’s sure to need some help. You’ll know when he does, 
because he’ll look puzzled and wait for you to select a Paintbox Pal. At the 
same time, some of the Pals turn to face you and offer their creative help. 
Sometimes there is more than one way to solve a problem, and other 
times, the Pal you choose may not be able to come up with a complete 
solution. 

Using the Paintbox Pals 

When Mowgli gets stopped in his tracks, he turns to you for help. Now 
it’s time to use the Paintbox Pals! Sally, Nick, Jazz, and Winston turn and 
face you when they have a solution to a problem. Some Pals, like Sandy 
and Mark, are always there to help, though in a different way. 

O Our hero needs to keep moving: If you don’t select a Pal, after a 
moment the story continues by itself. 

O If you want to pause the game, press [Ctrl H -z/88 +z, or open up Mark 
Bookmark (see “Mark Bookmark” on page 20 for more information 
on how he can help you). Press the command keys again, or select 
RETURN from Mark Bookmark’s menu, to return to the story. 
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Winston doesn’t have Nick can help you now! 
a solution this time. 



O To choose a Paintbox Pal, use the mouse to click on one, or use the 
arrow keys to move your cursor over a Pal, and press | Enter] / { Return] . 
The cursor turns into the Paintbox Pal. 



O To use the Pal, click on the Pal and move the Pal to the game screen. 
Different Pals produce different options to choose from. Listen to 
what the Pal tells you about what might happen if you choose an 
option. They give you hints that can help you make your choice. Try 
each option to hear what the different Pals say. You can also use your 
ARROW keys to move the Pal to an option, and press [ Enter) / [ Return] . 

O If you change your mind after you have chosen one of the Pals, 
press [Esc] and the Pal returns to the Paintbox. You can also move 
the Pals back to their place with the mouse, and then click again. 

O If the Pal you choose isn't able to solve Mowgli s problem, you can 
always make another choice! 





Sandy Hourglass 

Sandy Hourglass helps you turn back time and return to an 
earlier scene. You can use Sandy any time to return to an 
earlier scene and change your story. When you choose 
Sandy you can change your story by choosing a different 
Pal, or by choosing a different option. You can even go back 
more than one scene. 




To use Sandy Hourglass: 

O Click on Sandy, or move your cursor over her and press [Enter] / [Return 
Sandy flips over and takes you back to the last scene. You can 
continue to use Sandy to go back as many scenes as you like. 



Sally Sprayer 




Sally sprays a magic mist on predicaments, and creates 
solutions out of thin air! 



To spray something: 

1 . Click on Sally, or move your cursor over her and 
press | Enter] / [Return] , Your cursor turns into a spray 
can, and one or more sparkling rings appear on 
your screen. 



2. Move your magical sprayer over to any one of the sparkling rings. 
Listen to what Sally says to help you make your choice. When youVe 
made your choice, click on the ring you want. Sally sprays a shower 
of paint on the ring, and a solution appears. 
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Jazz Painter 

Paint yourself a whole new solution to a problem with the 
help of Jazz Painter! He loves to change the color of things. 

To paint something: 

1 . Click on Jazz, or move your cursor over him and press 
[Enter] / [Return ] . Your cursor turns into a paintbrush, 
and a paint palette appears. 

2. Move your brush to any color on the palette, and listen 
to what Jazz says. When youVe made your choice, 
click on the color. Your brush fills with the paint youVe 
chosen, and a sparkling ring appears in the picture. 

3. Move your brush to the sparkling ring and hold down the mouse 
button. Move your paintbrush back and forth to fill in the sparkling 
area with paint. When the sparkling stops, it means you have painted 
enough of the area to make the magic work. 

Winston Whoosh 

With Winston Whoosh on hand, you can erase your 
troubles with a quick swipe! When it looks as if theres 
no way out, Winston usually finds a hidden solution. 

To erase something: 

1 . Click on Winston, or move your cursor over him and 
press [Enter] / [Return] . Your cursor turns into an eraser. 
One or more sparkling rings appear in the picture. 

2. Move your eraser-cursor over any sparkling area, holding down the 
mouse button to erase the area. Remember to listen to Winston s 
clues before you make your choice! 
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Nick Lead 

With Nicks sharp wits, you draw on a wealth of possible 
solutions to problems. Its your call — you choose the item 
you think will help Mowgli. 

To draw something: 

1. Click on Nick, or move your cursor over him and press 
[Enter] / [Return) . Your cursor turns into a pencil, and 
a notepad appears with a list of objects you can draw. 

2. Point to any word on the list to hear a helpful hint 
from Nick. Click on the word you want. The notepad 
disappears, and a group of stars appears on the screen. 

3. One star in the group sparkles more brightly than the others. Move the 
tip of the pencil-cursor to it and watch the sparkle jump to the next 
star. Follow the sparkle from star to star until the drawing is done. 

Mark Bookmark 

Mark Bookmark is a versatile Pal who can help you do all 
kinds of things. You can use Mark at any time during the 
story. When you click on him, the story pauses and he opens 
up to reveal a Bookmark with several different options. 
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He can help you: 



Select the Read a Story play mode 




Go to the Jungle Map 

Exit the adventure 

Change to a different 
saved player name 

Change your game setup 

Save your game 

Replay your entire story 
up to the present moment 

See the credits 

Return to your story 
in progress 



To select options from Mark’s Bookmark: 

1 . Click on Mark Bookmark. When he opens, a white box (called the 
highlight) appears around the active option. 

2. Use the mouse to click on the option you want, or highlight the 
option with the [Spacebar] / ARROW keys and press [Enter] / [Return] . 

Note: When you highlight an option, with either the mouse or 
keyboard controls, the narrator tells you what the option does. 

Goto 

This option lets you choose the location and scene you want to visit. 
When you select GO TO, the Jungle Map appears. You can use the 
map to Go To scenes, or select SCENES to access a list of scenes. 
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Using the Jungle Map 

The Jungle Map lets you see the scenes you need to visit to complete 
Mowglis adventure, while viewing the places youVe already been. 

You can go back to a scene you've already completed, or skip ahead 
to a different scene. There is no fixed path through the jungle; its 
up to you to choose the way. 



Scene Location 




To Use the Jungle Map: 

1 . Use your mouse to move the cursor over the different locations 
displayed. Make sure you move your mouse to the edge of the 
screen to scroll the map — you don't want to miss any locations! 



2. Sparkling rings and location names appear when the cursor passes 
over them. When you see the sparkling ring appear around the 



location you want, click on the location (or press [ Enter] ) . 
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3. A picture or pictures of the different scenes that take place at your 
chosen location appear. To go to a scene, click on the picture. You are 
taken to the beginning of your chosen scene. To return to the map, 
click on the map and the scenes disappear. 

O The places youVe already been have a footprint on the location. If the 
footprint is yellow, you have visited the location but not completed all 
the scenes that take place there. A red footprint indicates that all the 
scenes have been completed. When every location has a red footprint, 
youVe completed the game. 

Scene List 

In the right hand corner of the map are two boxes. One of the boxes, 
entitled RETURN, takes you back to Mark Bookmark. 

Click on the box named SCENES to display a list of the scenes. There 
are two pages of scenes. Click MORE to see the next page; click BACK 
to return to the previous page. 

Use your mouse to highlight the name of a scene; a picture of the scene 
appears. 

Click on the name to go to that scene. Click on RETURN, or hit |Esc 
to return to Marks Options page. 

Exit 

To exit : 

1 . Select EXIT. A box appears asking, “Are you sure?” 

2. Click YES, or highlight it with the ARROW keys and press | Enter \ / \ Return] . 
Your game is saved automatically. If you select NO, you return to the 
Bookmark. 




24 %%%% 



Players 

This option is only available when more than one name has been entered 
at the Sign-In screen. 



To 

1 . 

2 . 



change to a story saved under another name: 

Select PLAYERS. A list of players' names appears. 



Click on the players name you want, or highlight it with the 
ARROW keys and press [Enter] / [Return) . (Your current game is saved 
automatically.) 



3. Click “Continue Your Story” to return to your place in the story, 
or click “New Story” to begin a new adventure under the new 
player name. 



Setup 

To change the setup: 

1 . Select SETUP. Mark turns to a page that lists all the options you 
can change. 




Him the Music in 
the game on/off 

Turn on/off the 
Sound effects 

Turn on/off the 
character’s voices 

Turn the Hot words 
on/off 
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2. Click on an option, or highlight it with the ARROW keys and press 
| Enter [ / [Return] . The option turns on/off. 

3. Click on DONE, or highlight it with the ARROW keys and press 



Enter] / [Return [ . You return to Marks Options page; any changes 



you made are now active. 



Replay 

To replay your story from beginning to end y just like a movie 

you directed: 

O Select REPLAY. You return to the very beginning of your story; the 
lights dim as though you were in a movie theater, and you watch the 
rest of your tale unfold. You may choose REPLAY at any time during 
your story. 

O To stop the REPLAY feature, click the mouse button, or press any key. 

Credits 

O To view the credits for Jungle Book , click on CREDITS. 

O To exit the credits, press any key, or click the mouse. 

Return 

O To return to your story in progress, select RETURN. You can also 
return by clicking on the screen outside Marks open book. 



Read a Story 

On Marks left page is a box entitled READ A STORY. Select this 
to go to the Read a Story play mode. 
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We re the Paintbox Pals,™ and we re here to help you with your Creative 
Reader" adventure! We each have very special talents, and we use them in 
very special ways. In a Creative Reader adventure, you use your imagination 
to create your very own story With our assistance, you become the story- 
teller. When our heroes, Phineas or Sidney, get in a jam or need help 
solving a problem, you decide how the story continues. You can make 
the story different every time you play, and when you re done, you can 
choose the replay feature and watch your creation from beginning to 
end. As you move around the world, be sure to call on us. We love 
to help, and want to make your journey a colorful and exciting one! 

See ya! 

— Sandy ; Sally ; Jazz, Winston, Nick, and Mark 

Throughout Around the World in 80 Days, your children will 
be exercising their imagination while learning more about the 
world in which they live. By directing the story children are 
prompted to read along and concentrate on the action , make 
choices to solve plot difficulties, and experiment with different options. 
The results of their decisions can be reviewed and then changed each 
time they play. With the inclusion of two new features, "Fun Facts" and 
"Hot Words," we have provided your children with the opportunity to 
expand their vocabulary, increase their knowledge of geography, and 
become familiar with different cultures and languages. 



PARENTS 
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Game Controls 

Getting Around with the Mouse 

This is a Mouse... 




...and this is a Cursor! 

O Use your Mouse to get the help of a Paintbox Pal (like Winston, 
for instance). When you move the mouse, the cursor moves too. 
Use the mouse to move the cursor to a Paintbox Pal, then click 
(press) the mouse button. When we use the term “Click on,” it 
means move the cursor to an item, then press the mouse button. 

O Click on a Pal and your cursor magically turns into the chosen 
Paintbox Pal. 





Getting Around with the Keyboard 

This is a Keyboard... 
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.and this is a Cursor! 



O Use your Keyboard and Cursor to get the help of a Paintbox Pal. 
Just press an ARROW key to move your cursor to the Pal you want, 



then press [Enter! or [Return! ( [Enter) / [Return] ). 
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Going Around the World 

The first time you play Around the World in 80 Days, enter your name at 
the first screen. This creates your own story If your friends or family play, 
they can enter their names too. 



Came Screen 




Paintbox Pals 



From scene to scene, the story of Phineas Fogg unfolds. Traveling around 
the globe can be troublesome, and Phineas and his pet monkey, Sidney, 
need your help. You’ll know when they do, because they 11 look puzzled 
and wait for you to select a Paintbox Pal. At the same time, some of the 
Pals turn to face you and offer their creative help. Sometimes there is 
more than one way to solve a problem, and other times, the Pal you 
choose may not be able to come up with a complete solution. 

Note: Our heroes need to keep moving: if you don't select a Pal, 
after a moment the story continues by itself. 





Fun Facts 



Sometimes you have the chance to choose which country you, Phineas, 

and Sidney visit. Use the Map to make your choice. 

O When you see two countries flashing on the map, use the mouse 
or the ARROW keys to move the cursor to the country you want to 
visit, and click, or press [Enter] / [Return] . You are on your way to the 
country you chose. (You travel automatically to the second country 
after you’ve visited your first selection.) 

O If you don’t select a country, after a moment you travel automatically 
to one of the flashing countries. 

Fun Facts 

From the Map you can also choose FUN FACTS. 

These give your child cultural, historical, and geographical 
information about the countries they visit. 

w 
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O To learn more about the country you visit, click on the red button 
“Fun Facts” displayed on the Map. 

You can also choose FUN FACTS from Mark Bookmark. See “Mark 
Bookmark” on page 39 for more information. 



Hot words! 

During your trip around the world, you may notice red “Hot Words” in 
the dialogue between characters. The Hot Words include foreign phrases, 
names of famous landmarks, and other special words. 




O To learn more about a Hot Word, click on it with your mouse. 

A text window appears with information about the Hot Word. 

O To exit the Hot Words window, click with the mouse, or press 
[Enter] / [ Return ) . 

O To turn off Hot Words, select Hot Words from the File menu 
(Mac users only), or select SETUP from Marks Bookmark. See 
pages 74-75, or “Mark Bookmark” on page 39 for more information. 

The Hot Words provide contextual information that is reinforced 
by the action on the screen. When Phineas and Sidney travel 
to France , they speak some elementary French. Thus, a three- 
fold connection between the action, the spoken word, and the 
text itself occurs. This method encourages vocabulary-building, language 
assimilation, and improved cultural literacy. 



PARENTS 









Using the Paintbox Pals 

When Phineas and Sidney get stopped in their tracks, they turn to you 
for help. Now its time to use the Paintbox Pals! Some Pals, like Sandy 
and Mark, are always there to help. The others turn around and face 
you when they have a solution to a problem. 



To choose a Paintbox Pal, use the mouse to click on one, or use the 
ARROW keys to move your cursor over a Pal, and press [Enter! / [Return) . 
The cursor turns into the Paintbox Pal. 



2. To use the Pal, hold the mouse button down and drag the Pal to a 
sparkling ring in the Game screen. (In Nicks case, you see sparkling 
dots. See “Nick Lead” on page 39 for more information.) You can also 



use your ARROW keys to move them to a ring, and press [ Enter] / [Return 



3. If you change your mind after you have chosen one of the Pals, 
press [Esc] and the Pal returns to the Paintbox. You can also drag 
the Pal back to their place with the mouse, and then release the 
mouse button. 



Hot word 




Jazz doesn't have Nick can help 
a solution this time. you now! 
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Sandy Hourglass 




Sandy Hourglass helps you turn back time and return to an 
earlier scene. You can use Sandy any time to return to an 
earlier scene and change your story. When you choose 
Sandy you can change your story by choosing a different 
Pal. You can even go hack more than one scene. 



To use Sandy Hourglass: 

O Click on Sandy or move your cursor over her and press [ Enter] / ( Return . 
Sandy flips over and takes you back to the last scene. If you click 
more than once, you go back that many scenes. For example, if you 
click on Sandy three times, you go back three scenes. 



Sally Sprayer 




Sally sprays a magic mist on predicaments, and creates 
solutions out of thin air! 



To spray something: 

1 . Click on Sally, or move your cursor over her and 
press | Enter } / [ Return] . Your cursor turns into a spray 
can, and a sparkling ring appears on your screen. 



2. Move your magical sprayer over to the sparkling ring, and click to 
spray. (If more than one sparkling ring appears, you can choose the 
one you want Sally to spray.) 






Jazz Painter 




Paint yourself a whole new solution to a problem with the 
help of Jazz Painter! He loves to change the color of things. 

To paint something: 

1. Click on Jazz, or move your cursor over him and press 
[Enter] / [Return ] . Your cursor turns into a paintbrush, 
and a paint palette appears. 

2. Move your brush to any color on the palette and click. 
Your brush fills with the paint you’ve chosen, and a 
sparkling ring appears in the picture. 



3. Move your brush to the sparkling ring and hold down the mouse 
button. Move your paintbrush back and forth to fill in the sparkling 
area with paint. 



When the sparkling stops, it means you have painted enough of the area 
to make the magic work. 



Winston Whoosh 

With Winston Whoosh on hand, erase your troubles with 
a quick swipe! When it looks as if there’s no way out, 
Winston always finds a hidden solution. 

To erase something: 

1 . Click on Winston, or move your cursor over him and 
press | Enter] / [Return ] . Your cursor turns into an eraser. 
One or more sparkling rings appear in the picture. 

2. Move your eraser-cursor over any sparkling area, holding down the 
mouse button to erase the area. 
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Nick Lead 




With Nicks sharp wits, you draw on a wealth of possible 
solutions to problems. Its your call — you choose the item 
you think will help Phineas and Sidney 



To draw something: 

1 . Click on Nick, or move your cursor over him and press 
| Enter] / [Return] . Your cursor turns into a pencil, and 

a notepad appears with a list of objects you can draw. 

2. Click on any word in Nicks list. The notepad disappears, 
and a group of dots appears on the screen. 



3. One dot in the group sparkles more brightly than the others. Move 
your pencil-cursor to it and watch the sparkle jump to the next dot. 
Follow the sparkle from dot to dot until the drawing is done. 



Mark Bookmark 




Mark Bookmark is a versatile Pal who can help you do 
all kinds of things. You can use Mark at any time during 
the story. When you click on him, the story pauses and 
he opens up to reveal a Bookmark (that’s why he’s called 
Mark Bookmark /) with several different options. 

He can help you: 




Save your place in the story 

Exit the adventure 

Change to a different saved 
player name 

Change your game setup 
Co to any scene in the story 

Return to your story in progress 

Replay your whole story 
up to the present moment 

Learn more about the 
countries you’re visiting 






To select options from Mark’s Bookmark: 

1 . Click on Mark Bookmark. When he opens, a white box (called the 
highlight) appears around the active option. 

2. Use the mouse to click on the option you want, or highlight the 
option with the ARROW keys and press (Enter [ / [Return) . 

Save 

To save your place: 

1. Select SAVE. On the left page the phrase “This story belongs to...” 
appears, and the name you entered at the beginning of the story. 

2. Click the OK box on the left page, or move your cursor over it and 
press (Enter] / 1 Return [ . You have just saved your place in the story. 

Exit 

To exit: 

1 . Select EXIT. A box appears asking, “Are you sure?” 

2. Click YES, or highlight it with the ARROW keys and press [Enter [ / (Return . 
If you select NO, you return to the Bookmark. 

Players 

To change to a story saved under another name: 

1 . Select PLAYERS. A list of players' names appears. 

2. Click on the players name you want, or highlight it with the ARROW 
keys and press (Enter) / [Return] . 

3. Click “Continue Your Story” to return to your place in the story, 
or click “New Story” to begin a new adventure under the new 
player name. 
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Setup 

To change the setup: 

1. Select SETUP. Mark turns to a page that lists all the options you 
can change. 



2. Click on an option, or highlight it with the ARROW keys and press 
[Enter) / [Return ) . The option turns on/off. 

3. Click on DONE, or highlight it with the ARROW keys and press 
| Enter) / [Return) . You return to Marks Option page; any changes 
you made are now active. 



GOTO 

To go straight to any scene: 

1. Select GO TO. Pages appear with all the scenes’ names. 

O To turn the pages and view other available scenes, click on the red 
arrows at the bottom corners of Mark, or highlight them with the 
ARROW keys and press | Enter) / ] Return) . 

2. Click on a scene, or use the ARROW keys to highlight it and press 
[Enter) / [Return) . You go directly to the chosen scene. 



Return 

O To return to your story in progress, select RETURN. You can also 
return by clicking on the screen outside Mark’s open book. 

Replay 

To replay your story from beginning to end: 

1. Select REPLAY. You return to the very beginning of your story; the 
lights dim as though you were in a movie theater, and you watch your 
tale unfold. You may choose REPLAY at any time during your story. 

O To stop the REPLAY feature, click the mouse button, or press any key. 




Fun Facts 

To learn more about the countries you’re visiting: 

1. Select FUN FACTS. Mark turns to a new page that has all kinds of 
interesting information on the countries and landmarks you are visiting. 

O To page forward or backward in the book: click on the red arrows at 
the bottom of the book, or highlight them with the ARROW keys and 
press [Enter) / [Return] . 

2. To return to the Bookmark page, click on the “Close” button, or 
press [Esc . 

Credits 

O To view the credits for 80 Days, click on CREDITS, listed on Marks 
left-hand page. 

O To exit the credits, press [Enter) , or click the mouse. 
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We re the Paintbox Pals’ and we re here to help you during your Story 
Painting Adventure! Call on us for help whenever Peter gets in a jam. 
We each have very special talents, and use them in our own very special 
ways to help Peter Pan through the troubles he trips over during his 
journey through Neverland. 

Come play with us in the activity book included in your Peter Pan box, 
and let us tell you all about our world. See you soon! 

See ya! 

— Sandy ; Sally Jazz , Winston , Nick , and Mark 



Getting Around in Neverland 

From scene to scene, the story of Peter Pan unfolds. When Peter gets 
stuck in a hard spot and needs your help, he looks right at you. At the 
same time some of the Paintbox Pals turn around to face you and offer 
their creative help. 

If you want see how Peter shrewdly works around a problem using only 
his wits, you can let the story run itself by not selecting any pals. 
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Paintbox Pals 



Game Controls 

Getting Around with the Mouse 

This is a Mouse... 
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...and this is a Cursor! 

Use your Mouse to get the help of a Paintbox Pal (like Winston, for 
instance!). Click on a Pal and your cursor magically turns into whatever 
Paintbox Pal you’ve chosen. 

Getting Around with the Keyboard 

This is a Keyboard... 
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...and this is a Cursor! 

Use your Keyboard and Cursor to get the help of a Paintbox Pal. Just 
press an ARROW key to move your cursor, then press [ Enter] / [ Return ] . 
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Using the Paintbox Pals 

When Peter runs into a problem and gives you a glance, he needs your help. 
Look to the Paintbox Pals! When they turn around to face you, it means 
that they re ready to help. To use one, just click on him or her, or use your 
ARROW keys to move your cursor over a Pal and press ( Enter] / [Return . 

Sandy Hourglass 

When you click on Sandy Hourglass, she helps you turn 
back time and replay a scene over and over again so you 
can see how different Pals solve each problem. You can 
use Sandy anytime. 

To return to the previous scene : 

Click on Sandy or move your cursor over her and press 
[ Enter] / [Return] . Sandy flips over and you are taken back 
to the previous scene. 




Sally Sprayer 





When you click on Sally Sprayer, you can spray magic 
mist on Peters predicaments to create instant solutions. 
You can use Sally any time she turns around and faces 
you to offer her help. 



To spray something: 

1 . Click on Sally or move your cursor over her and 
press [Enter] / [Return] . Your cursor turns into a 
sprayer, and a sparkling ring appears in the picture. 



2. Move your sprayer-cursor into the sparkling ring 
and click or [Enter] / [Return] to spray. (If more than 
one sparkling ring appears, you must choose only 
one for Sally to spray.) 





Jazz Painter 




With Jazz Painter you can paint smart solutions to 
Peters dilemmas. You can use Jazz any time he turns 
around to offer his help. 

To paint something: 

1 . Click on Jazz or move your cursor over him and 
press [ Enter] / ( Return ) . Your cursor turns into a paint- 
brush, and a palette with some paint appears in the 
paintbox. 




2. Move your brush to any color on the palette and 
click or move your cursor over a color and press 
[ Enter) / ] Return] to select it. Your brush fills with 
whatever color you’ve chosen and a sparkling ring 
appears in the picture. 




3. Move your brush to the sparkling ring, then hold 
down a mouse button and move your mouse or press 
[Enter] / [Return] to paint in the area. 

O When the sparkling disappears during painting, 
it just means that you have painted enough of the 
area to make the magic work. 
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Winston Whoosh 




When you use Winston Whoosh, you can erase trouble 
with a quick swipe! You can call on Winstons super- 
erasing abilities any time he turns around and faces 
you to offer his help. 



To erase something: 

1 . Click on Winston or move your cursor over him and 
press | Enter) / [Return) . Your cursor turns into an eraser. 
One or more sparkling rings appear in the picture. 




Move your eraser-cursor over the sparkling ring, then 
hold down a mouse button and move your mouse or 
press [Enter) / [Return) to erase the area. (If more than 
one sparkling ring appears, you must choose only 
one for Winston to erase.) 



Nick Lead 




Using Nick Lead, you can sharpen up Peters options. 
You can use Nick any time he turns around and faces 
you to offer his help. 



To draw something: 

1 . Click on Nick or move your cursor over him and 
press | Enter) / ] Return) . Your cursor turns into a pencil, 
and a notepad appears with a list of some objects you 
can draw with your pencil. 
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2. Click and press [ Enter] / [ Return] on any word in Nicks 
list. The notepad disappears, and a group of dots 
appears on the screen. 



: 3. One dot in the group sparkles much brighter than 

H sparkle jumps to the next dot. Follow the sparkle 
, with the mouse or by using the arrow keys until 



Mark Bookmark 

Mark Bookmark is the Pal to see when you want to save 
your place in the story and come back to it later — thats 
why his name is Mark Bookmark! He can help you save 
your place (Save button), exit the adventure (Exit but- 
ton), change to a different saved player name (Players 
button), change your game setup (Setup button), jump 
to any scene in the story (Go To button), or let you go 
back to the story in progress (Return button). You can use Mark anytime. 

To save your place: 

1 . Choose Mark Bookmark. Marks Option page appears with a white 
box (called the highlight) around the active option. 
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Save your place 



2. Click Save, or highlight it with the ARROW 
keys and press ( Enter] / [ Return ) . On the left page 
appears This story belongs to... and your 
name (like the picture below). 





3. Click the OK box on the left page or move your cursor over it and 
press [ Enter] / [ Return ) to save your place in the story. 
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To exit Peter Pan: 

1 . Choose Mark Bookmark. Marks Option page appears with a white 
box (called the highlight) around the active option. 

2. Click Exit, or highlight it with the ARROW 
keys and press | Enter] / ] Return] . A hox appears 
asking Are you sure? 

3. Click Yes, or highlight it and press 

To change to a saved story under another player’s name: 

1 . Choose Mark Bookmark. Marks Option page appears with a white 
box (called the highlight) around the active option. 



Enter] /[Return 





2. Click Players, or highlight it with the arrow 
keys and press [Enter] / [Return] . A list of players’ 
names appears. 



3. Click on the players name you want to change to, or highlight it and 
press | Enter] / [Return ] . 

4. Click Continue Your Story to return to where you left off in the 
story, or click New Story to start over from the beginning. Click 
the red arrow at the bottom left corner of the book to return to 
Marks Option page. 

5. Click the red arrow at the bottom left corner of the book to return to 
Marks Option page. 

To change the setup of Peter Pan: 

1 . Choose Mark Bookmark. Marks Option page appears with a white 
box (called the highlight) around the active option. 

2. Click Setup, or highlight it with the ARROW 
keys and press [Enter] / [Return] . Mark turns to his 
page that lists all the options you can change. 
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To go straight to any scene in Peter Pan: 

1 . Choose Mark Bookmark. Marks Option page appears with a white 
box (called the highlight) around the active option. 




2. Click Go To, or highlight it with the ARROW 
keys and press [Enter [ / (Return ) . A page appears with 
all the scenes’ names. 



3. To view scenes in other Acts, click on the red arrows at the bottom 
corners of the book. 



4. Click on a scene or use the ARROW keys to highlight it and press 



Enter [ / ( Return] to go straight to it. 




CALL WENDY 
A BRIGHT IDEA 
THE BEAR DARE 
RISE AND SHINE 
PIRATES WERE HERE! 
HOOK'S SHIP 
HOOKS CABIN DOOR 
PETER FACES HOOK 
IN A BIND 



HOOK 

KIDNAPS 

PETER'S 

FRIENDS 
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IBM (and Compatibles) 

System Requirements 

Minimum hardware requirements for CD version: 

O Hard Drive with 4MB free for program 

O CD ROM drive: 150 KB transfer rate; 380 ms access time 
(single speed) 

O 256 Color VGA Display 
O Mouse 

O RAM: 3MB total (565K conventional, 2048K EMS) 

O CPU: 386, 33MHz or greater 
O DOS Version: MS-DOS 5.0 or higher 

O Sound Cards: Sound Board Required (Sound Blaster, SB-Pro, 

SB- 16, Pro Audio Spectrum Plus and 16, and compatibles) 

installation information 

The Creative Reader Collection: Rudyard Kipling's The Jungle Book , 

Around the World in 80 Days and Peter Pan can be installed to launch 
from DOS or the E A* Kids Theater. 

About the EA*Kids Theater 

The EA*Kids Theater is a special place where you can go to play all 
of your Creative Wonders games, and to see demos of Creative Wonders 
games you may not have yet. Each time you install a new Creative Wonders 
game, you get the latest release of the EA*Kids Theater, along with the 
newest demos of upcoming Creative Wonders games. We hope you enjoy 
the E A* Kids Theater and all your Creative Wonders games. 
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Installing from MS-DOS CD-ROM 

1. Insert your CD into your CD drive. If you re not sure how to insert 
the CD, see your CD drive documentation. 



2. At the DOS prompt, switch to your CD drive by typing the drive- 
letter of your CD drive followed by a colon, and press [Enter] . For 
example, if your CD drive letter is “D”, type d: and press [Enter) . 



3. Type install and press [Enter] . The EA*Kids Install program begins. 



Note: The Creative Reader Collection CD games must be installed 
to the same drive (or drive partition) as the EA*Kids Theater. If the 
EA*Kids Theater is located on the C:\> drive you must install your 
Creative Wonders game to the C:\> drive. 



No te: To sele ct items in EA*Kids Install, use the mouse, arrow keys, 
or [Spacebar] to move the white highlight box to your choice, then 



click or press [Enter 



4. Choose to install both your game and the EA*Kids Theater, or your 
game only (to save on disk space). Whether or not you choose to 
install the Theater, a batch file is created for you to start the game 
from. Select your choice, then click a mouse button or press 



Enter . 



5. Highlight EASY INSTALL or CUSTOM INSTALL (see below for 
more information on the difference between Easy and Custom 



Install). Click a mouse button or press [Enter] to make your selection 



6. When your game has been installed, you have the choice of either 
launching your game from the EA* Kids Theater, or exiting to DOS. Use 
the mouse, ARROW keys or [Spacebar] to move the white box to your 
choice, then click any mouse button or press [Enter] to make your choice. 
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O If you choose to load the Theater, please refer to “Loading and Using 
the E A* Kids Theater' on page 62. If a message appears indicating 
you have insufficient memory to load the Theater, refer to “IBM 
Troubleshooting” on page 70. 

O If you choose to exit to DOS, you can still launch the E A* Kids 
Theater at another time hy using the instructions under “Loading 
and Using the E A* Kids Theater” on page 62. 

Loading from DOS: 

7. To launch just your Creative Wonders game from DOS, type jungle 
or 80 days or pancd at the DOS prompt. For example, C:\>jungle 
and press [Enter) . The EA*Kids title screen appears. 

What happens if l choose EASY INSTALL? 

E A* Kids Easy Install does everything for you. Just relax and wait for the 
installation process to be completed. 

Note: If you have more than one hard drive or hard drive partition 
with enough space, the program will ask you to select the hard drive 
onto which you want to install your Creative Wonders game. 

What happens if I choose CUSTOM INSTALL? 

EA*Kids Custom Install lets you choose your speech and music hardware. 
This is especially useful if you want to choose different hardware for music 
and speech. If you are not familiar with your speech and music hardware, 
you should probably choose EASY INSTALL and let the installer find 
your speech and music hardware for you. 
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If you chose CUSTOM INSTALL : 

a. Highlight SPEECH or MUSIC and click any mouse button or press 
[Enter) to make your selection. 

h. Highlight your choice of speech or music hardware, or choose 
MORE CHOICES or CANCEL. Click any mouse button or 
press (Enter) to make your selection. 

c. When you have finished setting up your speech and music hardware, 
the EA*Kids Installer displays the choices you have made. If you 
would like to make a change, repeat steps a and b. Otherwise, choose 
I HIS LOOKS CORRECT to return to the main Install screen. 



Loading and Using the EA*Kids Theater 

To load the E A* Kids Theater from DOS: 

E Change to the drive on which you installed the EA*Kids Theater. 

For example, if you installed the Theater onto your C: drive, type c: 
and press [Enter . 



2 . 



Type eakids, and press 



Enter) . The E A* Kids Theater appears. 



Each Creative Wonders game you have installed appears as a movie poster 
on the left side of the theater. Free product demos appear on the right side 
of the theater. If you use the mouse to move the cursor over a movie poster, 
the poster becomes highlighted. You can also use the arrow keys or the 
Spacebar) to move the highlight from one area of the screen to another. The 
marquee sign tells you which game or option you currently have highlighted. 

O To launch the Creative Wonders game you have highlighted, click any 
mouse button or press [Enter) . 



If you have more than one Creative Wonders game installed, an arrow 
a PP ears on the left side of the marquee. If you have more than one pre- 
view installed, an arrow appears on the right side of the marquee. When 
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you use the mouse to move the cursor over an arrow, the arrow becomes 
highlighted. 

O To see more movie posters, click on the arrow on the left side of the 
marquee. 

O To see more preview posters, click on the arrow on the right side 
of the marquee. 

Note: You can also use the left and right arrow keys or the [Spacebar 
to move the highlight, and to scroll the screen left or right. 

O To leave the EA*Kids Theater at any time and return to DOS, click 
on the EXIT sign next to the ticket booth. 

Note: If you launched the Theater from the EA*Kids Boot Disk 
(created in Theater Options), you must remove the boot disk and 
restart your computer to exit the Theater. 

Help and Theater Options 

The ticket booth is the place to go for help and theater options. Help 
answers questions you may have, and Theater Options offers several 
options you may find useful. 

O To access HELP and Theater Options, use the mouse, ARROW keys, 
or the [Spacebar] to highlight the ticket booth, then click a mouse 
button or press [Enter] . The HELP screen appears. 

Help 

The HELP menu offers information on several Theater features. 

O To find out about a Theater feature, use the mouse, ARROW keys, 
or [Spacebar] to highlight the feature you want to learn about, then 
click a mouse button or press [Enter] . 
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A message appears explaining the feature. When you have finished 
reading the message, choose RETURN TO HELP MENU, or DONE 
to return to the Theater. 

Theater Options 

In the Theater Options menu, as well as within each option, use the 
following instructions to make your selections: 

O Use the mouse, ARROW keys, or [Spacebar] to highlight the menu item 
you want to use, then click any mouse button or press [Enter . 

O You always have the option of choosing DONE WITH THEATER 
OPTIONS to exit Theater Options, or RETURN TO OPTIONS 
MENU. You can also click on the EXIT signs on either side of the 
screen to return to the front of the Theater. 

Theater Options offers several options: 

CREATE A BOOT DISK: Makes a special disk you can use to start your 
computer. Your computer will start up normally, however this disk restricts 
use of your computer to the EA*Kids Theater, and to Creative Wonders 
games. Use this feature if you don’t want your children to have access 
to your hard drive. You will need a blank, unformatted, high density disk. 
This feature is only to restrict access to your hard drive. For information 
on making a boot disk to free additional base memory, see “Creating 
a Boot Disk” on page 67. 

DELETE E A* Kids PREVIEW: Lets you select a preview and remove 
it from your hard drive. 

DELETE EA*Kids PROGRAM: Lets you select a Creative Wonders 
game and remove it from your hard drive. 

INSTALL NEW EA*Kids PROGRAM: Lets you install another Creative 
Wonders program. 

THEATER MUSIC: Lets you choose the song you’d like to hear in the 
Theater (or NO MUSIC). 
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SYSTEM SET-UP: Lets you specify your speech, music, and other hardware. 



Note: When using the Theater to start more than one Creative 
Wonders game CD title in a row, you may see the message: 
"Please insert the ...(name of disk)... into your CD-ROM drive now. 



Press ENTER or ESC to quit." If this occurs, and after pressing [Enter 
the message reappears, follow these steps. 



T Insert the CD into the CD-ROM drive (if it isn’t already inserted). 

2. Press [Esc] , and exit from the Theater to DOS. 

3. At the DOS prompt, switch to your CD drive by typing the drive-letter 
of your CD drive, followed by a colon, and press [Enter] , (e.g., “D:”) 



4. 

5. 

6 . 



Type dir and press [Enter 



Type c: and press [Enter 



Type eakids and press [Enter) . You can now launch the CD from the 
Theater by clicking on the Poster Icon. 



Note: If you have previously installed Creative Wonders CDs without 
the Theater, and then install a Creative wonders CD with the Theater, 
you wont see poster icons of your previous CDs. You must install the 
earlier CDs again, after the Theater has been installed. This lets you 
start all your Creative Wonders CDs from the Theater. 



Using Your Theater Boot Disk 

When you start your computer using your boot disk, the E A* Kids Theater 
launches automatically and the EXIT sign is not present on the screen. 
This way you can let your children start their Creative Wonders games all 
by themselves without giving them access to your computers hard drive. 

Note: If your system automatically boots a program such as Windows; 
a menuing system, or a DOS shell, you will have to exit that program 
before the EA*Kids theater will launch. To prevent these types of 
programs from loading you can edit the AUTOEXEC.BAT file on your 
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EA*Kids boot disk. This will not affect the way your system normally 
starts up. For more information about editing your AUTOEXEC.BAT 
file please see, "Creating a Boot Disk" on page 67, or refer to your 
DOS manual. 

To start the Theater from the hoot disk: 

1. Place the boot disk into drive A: (if A: is a 5.25" drive, close the drive 
door). 

2. Restart your computer. The EA*Kids Theater loads automatically. 

Kids can launch installed Creative Wonders games from the Theater, and 

after playing they are returned to the Theater. The only way to exit the 

Theater is to remove your E A* Kids Boot Disk and restart the machine. 



Having Problems? 

O First, please make sure you have thoroughly read the installation and 
loading instructions in this guide. 

O Next, check the System Requirements on page 59 to make sure you 
have the required amount of space available on your hard drive 
BEFORE installing your game. 



Checking the Amount of Available Memory 

Many problems are caused by the machine not having enough AVAILABLE 
conventional (or Base) memory. Although almost all machines have 640K 
of Conventional Memory, TSRs, device drivers, and other types of memory 
resident programs will take away from the amount of available base memory. 



To check the amount of available base memory, type MEM, and 
press | Enter] . 



The line reading “Largest executable program size”, is the amount of 
available base memory. 
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If this number is less than 579,000 then you probably don’t have enough 
available base memory to run the programs. You should remove any memory 
resident programs to free up the memory needed. The information below 
explains how to free up additional base memory. 



Creating a Boot Disk 

A boot disk is a special disk that you can create for your A: Drive to 
maximize free convential memory as well as to make other changes 
that you do not want to make on your hard drive. To use your boot disk, 
simply place it in your A: Drive and restart your computer. 



To create a DOS boot disk, follow these instructions: 

1 . Place a blank floppy in your A: Drive. 

2. Type C :> type format a:/s and press [Enter) . 

(If your disk is pre-formatted, simply type sys a:.) 

3. It will ask you to name the disk. Name it or [Enter) through. Then it 
will ask if you want to format another. Type no and press [Enter) . 



4. 

5. 

6 . 
7. 



At the C:> prompt, type copy config.sys a: and press [Enter 
It will say, ‘one hle(s) copied.” 



At the C:> prompt, type copy autoexec.bat a: and press [Enter 
It will say, “one hle(s) copied.” 



Switch to the A: Drive by typing a: and pressing [Enter 



At the A:> prompt, type edit autoexec.bat and press [Enter 
You will see a screen with a list of commands. 



8. You may delete unneeded lines or you may remark them. To remark a 
line, type rem and a space at the beginning of that line. For example, 
a line reading LH /L:l...,etc would instead read rem LH /L:l...,etc. 
Like deleting, remarking a line tells the system not to load that com- 
mand. However, removing rem allows you to reinstate the command 
if you so choose. 
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9. Edit your autoexec.bat file so that it looks like this: 

@ECHO OFF 
Path=C:\DOS. . etc* 

PROMPT $P$G 
LH ...(path)... \MOUSE 
LH ...(path)... MSCDEX.EXE* 

(Also leave intact any sound card lines) 

* Specifications vary— leave yours as it is. 

10. Save your file by going to the file menu and clicking on SAVE. 

1 1. Go back to the file menu and click on OPEN. Make sure that you 
are still in the A Drive and then type config.sys. This will replace 
* .TXT for the filename. Click OK or | Enter 1 and you’ll see your 
config.sys screen. 

12. Edit your files so that they look like this: 

DEVICE=C:\DOS\HIMEM.SYS 

DEVICE=C:\DOS\EMM386.EXE 2048 RAM** 

DOS=HIGH,UMB 

FILES=30 

BUFFERS=30 

LAST DRIVE=Z* 

DEVICEHIGH=C:\... CD-ROM DRIVER* 

(Also leave intact any sound card lines) 

* Specifications vary— leave yours as it is. 

** This is your expanded MEMORY (EMS). These programs require 2 Megabytes of ems. 
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13. Go to the file menu and click on SAVE. 

14. Go back to the file menu and click on EXIT. 

15. Reboot your computer with the newly created boot disk within the 
A: drive and run your program as you normally would. 

Following is a list of commands that our products don’t need: 



smartdrv 


temp 


vsafe 


vshield 


share 


ad_wrap 


ad_dos 


menu 


win 


power.exe 


ifshlp.sys 


doskey 


anykey 


ansi.sys 


asp.sys 



You now have a boot disk which should free up enough base memory and 
set up enough Expanded Memory (EMS) to run the program. This boot 
disk bypasses the autoexec.bat and config.sys files on your hard drive and 
starts up your computer in as clean a DOS environment as possible. If 
you were having trouble installing your game, you can now try reinstalling. 
If you were having trouble loading your game, try reloading it now. 
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IBM Troubleshooting 

PROBLEM POSSIBLE CAUSE SOLUTION 

Your blaster string may be set implement the Test program 
incorrectly. that came with your sound 

card, then follow your sound 
card instructions. 

This EA*Kids program doesn't if Test determines that every- 
support the current IRQ thing is OK, but your sound 

setting. card is set to IRQ 10, change 

the setting to IRQ 5 or 7. 

Sound comes from PC Wrong sound card chosen Re-install the game and 

speaker instead of sound during system set-up (or choose the correct sound 

card, or no sound at all. NO MUSIC was selected). card, or change the setting 

in Theater options. 

Came not loaded from Load game from Theater or 

Theater or root directory root directory. If this fails, 

see "Having Problems?" 
on page 66. 

This EA*Kids program may not Check the System Require- 
support your sound card. ments label on the game box. 

Came won't load from May be one of several Follow the "Loading from 

Theater-Theater reappears problems DOS" instructions on page 60. 

Can't load Theater— game You may be using an old Update your mouse driver, 

launches immediately. version of the mouse driver 

software. 

Delete all files in the Theater 
directory and re-install the 
Theater from your latest 
Creative Wonders game. 

Close you CD-ROM disk drive 
door. 

To replace your disks, 
see "Technical Support" 
on page 81. 



"The Ea*Kids Theatre cannot An important file may have 
continue..." been damaged or deleted. 



"Not ready error reading 
drive..." 



Your disk drive door may 
be open. 

Your Creative Wonders 
disk may be defective. 



"Sound Blaster IRQ not 
found." 
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PROBLEM 


POSSIBLE CAUSE 


SOLUTION 


"CDR101 error." 


Your disk may be defective. 


To replace your disks, 
see "Technical Support" 
on page 81. 


"Problem writing to your 
hard drive." 


Your hard drive may be 
damaged. 


Consult your computer 
specialist. 


"There is not enough 
hard disk space available 
to install..." 


You do not have enough 
free space on your hard 
drive to install your game. 
Check "System Require- 
ments" on page 59. 


You must remove files 
and/or programs from your 
hard drive in order to free 
up enough space to install 
your game the the Theater 
(optional). 


"Bad Command or File Name" 
when l type install. 


Not in correct drive. 


Type the name of the drive 
in which you place your disk 
(example: D:). 


"Not enough EMS/XMS 
memory" 


Your computer doesn't have 
the required amount of EMS 
or XMS memory. 


Refer to your DOS manual to 
change your configuration, or 
see the "Creating a Boot Disk" 
section on page 67. 


"Please free up more 
conventional memory." 


Your computer does not 
have enough conventional 
memory. 


See "Checking the Amount 
of Available Memory" on 
page 66. 



If you are still having difficulty please refer to 'Technical Support” 
page 81 . 



on 
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Quitting the Game 
(IBM and Compatibles) 

O To quit the game, press [Ctrl ] +Q on your keyboard, or select EXIT 
from Mark Bookmark (see ‘‘ Mark Bookmark” on page 20 for Jungle 
Book , page 39 for 80 Days , or page 52 for Peter Pan). 

O Click YES to quit. Click NO to return to the game. 

Quick Keys (IBM and Compatibles) 

Use the ARROW keys and your numeric keypad to move your cursor 
between Paintbox Pals and options. 




Press the SPACEBAR, or the ENTER/RETURN key, to do anything the 
mouse-click does (like jump to the next scene, or activate whats 
under your cursor). 




To return a Pal to the Paintbox. 
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To turn the music on or off. 



To turn voices on or off. 






To turn the sound on or off. 





To pause and unpause your story. 




To restart your story from 
the beginning. 

To exit your story. 
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Macintosh System Requirements 

Minimum hardware requirements for CD version : 

O Hard Drive with 1MB free for program. 

O CD ROM drive: 150 KB transfer rate, 380 ms access time 
supported. However, a CD ROM drive with a 300 KB transfer 
rate is recommended for these programs. 

O RAM: 2284K free for program (2475K for Power Macs). 

O CPU: Color Classic or greater (Must support 256 colors) 

O System: System 7.0 or higher. 

Launching the Came 

1. Insert your CD into the CD-ROM disk drive. The disk icon appears 
on your desktop. (If you re not sure how to insert the CD, see your 
CD drive documentation.) 

2. The CD disk icon opens automatically. The CDs drive directory 
appears showing the game icons. 

3. Double-click on the game icon of your choice. The EA*Kids title 
screen appears. Watch the introduction, or click the mouse to go 
straight to the game. 

The Menu Bar 

The Menu Bar offers several options to help you adjust and learn more 

about your Creative Wonders Collection game. 

O To activate the Menu Bar, move the cursor to the top of your screen. 

O To open a menu, click the mouse on the menu name. 

O To select a menu option, click and drag the mouse to the menu 
option, then release the mouse button. 




CREATIVE 

WONDERS 

{electronic a 



75 



Apple Menu 

About (Jungle Book/80 Days/Peter Pan)...: The legal information 
about your Creative Wonders game. 

File Menu 

Save: Select this option to save your game. 

Load: Select this option to load a game. 

Quit: Select this option to quit a game. 

Options Menu 

Music: This option turns music on or off. You can also press 36— M, 
or use the SETUP option in Mark Bookmark. 

Voice: Use this option to turn the characters' voices on/off. 

Sound: This option turns the sound on or off. 

Hot Text: Turn on/off the “Hot Words.” 

Note: All of these options can also be changed from Mark Bookmark's 
SETUP option. 

Help Menu 

Key Help: Select this option to get help with Key commands. 

Mouse Help: This option gives you tips on how to use your mouse. 
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Macintosh Troubleshooting 



PROBLEM 


POSSIBLE CAUSE 


SOLUTION 


Can't find program icon on 
machine after inserting CD. 


Your CD-ROM player may not 
be attached correctly to your 
computer. 


Check your Macintosh and 
CD-ROM manuals in both 
instances. 




The software driver for your 
CD-ROM may not be installed. 


Install your CD-ROM software 
driver. 




You may have installed to 
a different drive. 


Check your hard drive 
directory first, then try 
the Find File feature in 
your FILE Menu. 


"There is not enough 
hard disk space available 
to install..." 


You don't have enough disk 
space free on your hard drive. 


You must remove files and/or 
programs from your hard 
drive in order to free up 
enough space for your game. 
See "System Requirements” 
on page 74 to find out how 
much space you need. 


Color looks strange or game 
appears in black and white. 


Insufficient memory to 
display color, or monitor set 
to display in black and white. 


Quit other active applications 
and close windows to free up 
memory. 




Monitor may not be set 
on 256 colors. 


Set monitor to 256 colors in 
the Monitors Control Panel. 


Sound is too quiet. 


Sound set to low volume. 


Adjust the volume in the 
Sound Control Panel. 






Add external speakers. 


Gameplay is slow. 


You may be playing with 
music and/or sound on. 
Some machines process 
these features more slowly. 


Tlirn off sound and/or music. 


I received an error message 
reading "MINOR REPAIRS ARE 
NEEDED". 


Your desktop file needs to be 
updated to read System 7.0 
disks. 


The update automatically 
occurs when you click OK. 
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PROBLEM POSSIBLE CAUSE SOLUTION 

Program runs slowly. You are using System 7 in a In the Memory Control Panel, 

Sound is jerky or choppy, 24 bit addressing mode. turn 32 bit addressing ON, 

or stops working altogether. then restart your computer. 

You may be running with Him off virtual memory. 

vir iya ^ memor Y< or have Lower the amount of memory 

too much memory reserved |n your cache (or turn it off 

in your RAM cache. completely) and restart your 

Macintosh. 

Quit any open applications. 

System 7 users: Make sure the 
Views Control Panel has the 
"Calculate folder sizes” option 
turned off. 

File Sharing may be turned on. Turn off File Sharing from the 

Extension folder. See your 
Macintosh documentation 
for more information. 

This problem is usually Reboot your Macintosh while 

caused by lack of memory. holding down (§§. This dis- 
ables your system's extensions 
(CD-ROM, extra sounds, screen 
savers, etc.), freeing up extra 
memory for your game. 

My computer screen froze usually is caused by attempt- Always close the Help screen 

when l tried to quit the ing to quit the game from before attempting to quit, 

game. one of the dialog boxes. 



My computer crashed during 
game play. 
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Note: if you are experiencing problems with your game and none 
of the above solutions work, check to see if you are using RAM Disk. 
If so, turn this option off from the Memory Control Panel. 

**It is possible that the problems which you are experiencing may be 
caused by CDEVS and/or INITS. These are memory resident programs 
on the Macintosh that can cause problems due to memory conflict. 

The term CDEV stands for control panel devices and INIT stands for 
initializing programs. These programs load into RAM when you boot 
your computer. The most popular types of memory resident software 
on the Macintosh are virus-checkers and screen savers. 

These programs will be found in your system folder. Any files that you 
have added into your system folder may be loading memory-resident, 
and could potentially cause a memory conflict. In order to determine 
if you are having a memory conflict, create a temporary folder, place 
any unnecessary CDEVS and INITS in the temporary folder, and restart 
your Macintosh. Be sure to leave your CD-ROM Control Panel in place, 
or your game will not load. 

Note to Color Classic or LC II users: These games have been thor- 
oughly tested on all Macintosh configurations, however, we have 
discovered difficulties on some Color Classic and LC ll models. These 
difficulties occur when the game FILE menu is used. We recommend 
that you do not select the "About ...(game name)..." function. For 
your convenience, a README file is available, next to the game icon. 
For program information, please refer to this README file. 

If you are still having difficulty, please refer to “Technical Support” on 
page 81 . 



Quitting the Game 

O To quit the game, select EXIT from Mark Bookmark (see “Mark 
Bookmark” on page 20 for Jungle Book , page 39 for 80 Days , or 
page 52 for Peter Pan), or press 8§— Q on your keyboard. 

O Click YES to quit. Click NO to return to the game. 



Macintosh Quick Keys 

Use the ARROW keys and your numeric keypad to move your cursor 
around the screen. 




Press the SPACEBAR, the ENTER/RETURN key to activate whats under 
your cursor. 



To go back to the beginning 
of the scene. 







To return a Pal to the Paintbox. 
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To pause and unpause your story | 


i «i i i 


To turn the music on or off. | 


r -ill 


To turn the sound on or off. | 


i .in 


To exit your story. | 


i ,i t i 


To restart your story from 
the beginning. 


| „H») 


To turn the characters’ voices 
on or off 


r T] » fi 


To turn Hot Words on or off 


r~n - fi 
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Technical Support 

If you have questions about the program, our Technical Support Department can help, if 
your question isn't urgent, please write to us at: 

Creative wonders 

P.O. BOX 7532 

San Mateo, CA 94403-7532 

Or send E-mail to: CWSUPPORT@EA.COM 

Please be sure to include the following information in your letter: 
o Product name 

o Model, memory, and configuration of your computer 

o Any additional system information (like type and make of monitor, video card, printer, 
modem etc.) 

o System version number 
o Description of the problem you're having 

if you need to talk to someone immediately, call us at (415) 573-7111 Monday through Friday 
between 8:30 am and 4:30 pm, Pacific Time. Please have the above information ready when 
you call. This will help us answer your question in the shortest possible time. 

if you live outside the United States, you can contact one of our other offices. 

in the United Kingdom, contact: 

Electronic Arts Ltd. 

P.O. Box 835 
Slough SL3 8XU, UK 
Phone (753) 546465. 

in Australia and New Zealand, contact: 

Electronic Arts Pty. Ltd. 

P.O. Box 432 
Southport Old 4215 
Australia 

Within Australia call: 

Phone: (075) 711 811 

Within New Zealand call: 

Phone: +61 75 711 811 

between 9am-5pm Eastern Standard Time 
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Limited warranty 

Creative Wonders warrants to the original purchaser of the computer software product, for 
a period of ninety (90) days from the date of original purchase (the "Warranty Period"), that 
under normal use, the compact disk and the user documentation are free from defects in 
materials and workmanship. 

Warranty Claims 

To make a warranty claim under this limited warranty, please return the product to the 
point of purchase, accompanied by proof of purchase, your name, your return address, and 
a statement of the defect OR send the disk(s) to us at the above address within 90 days of 
purchase. Include a copy of the dated purchase receipt, your name, your return address, 
and a statement of the defect. Creative wonders.or its authorized dealer will, at our option, 
repair or replace the product and return it to you (postage prepaid) or issue you with a 
credit equal to the purchase price. 

To replace defective media after the 90-day warranty period has expired, send the original 
disk(s) to the above address. Enclose a statement of the defect, your name, your return 
address, and a check or money order for $7.50. 

The foregoing states the purchaser’s sole and exclusive remedy for any breach of warranty 
with respect to the software product. 

Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE CREATIVE WONDERS. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) 
DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL CREATIVE WONDERS BE LIABLE FOR ANY 
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR 
MALFUNCTION OF THIS CREATIVE WONDERS PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 
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NOTICE 

CREATIVE WONDERS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED 
IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. 

THIS MANUAL AND THE SOFTWARE DESCRIBED IN THIS MANUAL ARE COPYRIGHTED. ALL RIGHTS 
ARE RESERVED. NO PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED, 
REPRODUCED, TRANSLATED, OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE-READ- 
ABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF CREATIVE WONDERS, P. 0. BOX 7532, 
SAN MATEO, CALIFORNIA 94403-7532, ATTN: CUSTOMER SUPPORT. 

EA*Kids is a registered trademark of Creative Wonders. Creative Reader and Paintbox Pals 
are trademarks of Creative Wonders. 

Documentation © 1995 CREATIVE WONDERS. ALL RIGHTS RESERVED. 

SOFTWARE © 1995 NOVOTRADE INTERNATIONAL, INC. ALL RIGHTS RESERVED. 

Microsoft and MS-DOS are registered trademarks of Microsoft Corporation. 

Macintosh is a registered trademark of Apple Computer, Inc. 




The Creative wonders Team 






